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1. SHOWS AND CHARACTERS 


This document provides an overview of the television shows and characters that 
will be referenced in the Park Project. 
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1.1. BEN 10 


When 10-year-old Ben Tennyson discovers a mysterious device, he 
gains the power to change into 10 different alien heroes, each with 
uniquely awesome powers. With such abilities at his disposal, Ben 
realizes a greater responsibility to help others and stop evildoers, but 
that doesn’t mean he’s above a little superpowered mischief now and 
then. 


1.1.1. BEN TENNYSON 


Ben is your typical 10-year-old boy—he plays video games, rides his 
bike and sometimes gets into trouble. When he gains the ability to turn 
into 10 different aliens, he finds that being a superhero is trickier than he 
ever imagined. But no matter what bizarre form Ben takes, he’s still the 
same good-hearted yet mischievous 10-year-old inside. 


1.1.2. GWEN TENNYSON 


Whenever Ben is ready to dive headfirst into trouble, his 10-year-old 
cousin Gwen is the voice of reason, always trying to think ahead, plan 
and calculate the consequences. Although the two of them bicker a lot, 
she continually tries to help Ben figure out how the Omnitrix works. 


1.1.3. GRANDPA MAX 


As soon as school lets out, Ben looks forward to joining his Grandpa 
Max for the traditional summer road trip. Max was in the army and has 
been through his share of scrapes, so he takes it all in stride when his 
grandson gains superpowers, and he supports Ben any way he can. 


1.2. CAMP LAZLO 


The Bean Scouts used to be a peaceful group of campers who spent 
their summers obeying the rules in orderly fashion. Then Lazlo arrived. 


1.2.1. LAZLO 


A fun-loving, free-wheeling monkey, Lazlo is one happy camper. But 
with all the rules, routine and structure of Camp Kidney, Lazlo and his 
friends have a hard time fitting in. Lazlo’s cheerful attitude and 
enthusiastic imagination towards solving problems doesn’t always 
match Scoutmaster Lumpus’ idea of how things should be done. 


1.2.2. RAJ 


One of Lazlo’s bunkmates at Camp Kidney, Raj is an elephant with 
some hang-ups. He hates a mess, cowers from snakes and bugs, and 
is afraid of being alone—perfect for summer camp! Despite his fears, 
Raj sticks with his friends in their adventures because, like them, he 
loves fun. (Almost as much as his record collection.) 


1.2.3. CLAM 


The third member of the Jelly Cabin trio, Clam is a quirky, albino pygmy 
rhino. While he seems to be “four cents short of a nickel,” Clam is 
actually a musical and academic genius and is often misunderstood by 
others. Always a protective friend, Clam loves thrill-seeking and 
chowing down on cereal. Especially the kinds with cool prizes in the 
box. 


1.2.4. SCOUTMASTER LUMPUS 


As the biggest stick-in-the-mud at Camp Kidney, Scoutmaster Lumpus 
is a frustrated moose who thinks a lot of himself. Everything has to be 
exactly how he likes or he has a complete meltdown. He really wanted 
to be Head Troop Master but is “stuck” in his job running Camp Kidney 
and making sure no one has any fun. 


1.2.5. SLINKMAN 


Slinkman is a banana slug who was given the thankless job of being the 
assistant to Scoutmaster Lumpus. He’s got the personality of a tree 
stump but knows the Bean Scout manual cover-to-cover. Slinkman is 
loyal and obedient and generally keeps the camp running due to 
Scoutmaster Lumpus’ frequent temper tantrums. 


1.2.6. OTHER SCOUTS 


1.3. CODENAME: KIDS NEXT DOOR 


Five extraordinary 10-year-olds, who are dedicated to freeing all 
children from the tyrannical rule of adults, have formed a covert team 
called the Kids Next Door (also known as KND). To mask their 
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identities, they have taken numbers instead of names. Led by Numbuh 
One from the fortress of their Treehouse headquarters, the KND team 
has vowed to knock down anyone who gets in the way of their stated 
mission. 


1.3.1. NUMBUH ONE 


Nigel Uno, a.k.a. "Numbuh One," "The Leader," is the leader of the Kids 
Next Door and the embodiment of its principles. He is a master tactician 
who devises elaborate plans for world domination. Although usually 
super confident and in control during a crisis, Numbuh One still suffers 
occasional breakdowns due to the other Kids' ineptitude. Also, he 
speaks with a cool accent. 


1.3.2. NUMBUH TWO 


Hoagie P. Gilligan Jr., a.k.a. "Numbuh Two" and "The Doofus," is 
passionate about airplanes and flying and spends much of his time 
building all kinds of cool flying machines. He may be a mechanical 
genius, but common sense appears to me missing from his tool box. He 
is prone to falling, especially down stairs, and often gets so excited that 
he doesn't get enough oxygen and passes out. 


1.3.3. NUMBUH THREE 


Kuki Sanban, a.k.a. "Numbuh Three" and "The Flirt," is short on 
attention but long on charm. She always seems to be "in her own little 
world," usually in a state of perpetual bliss. Although terrified of flying, 
this cute, happy-go-lucky girl is willing to do anything to help the Kids' 
cause...if she can just remember what that thing is. 


1.3.4. NUMBUH FOUR 


Wallabee Beatles, a.k.a. "Numbuh Four" and "The Tough Kid," is brash, 
impulsive and a specialist in hand-to-hand combat who hopes to one 
day become a professional wrestler. He is the first to rush into things. 
Unfortunately, this usually means he's the first to ruin whatever those 
things are. Even though his blind enthusiasm usually wreaks havoc with 
their plans, the other Kids see Numbuh Four as an unstoppable 
enforcer. 


1.3.5. NUMBUH FIVE 

Abigail "Abby" Lincoln, a.k.a. "Numbuh Five" and "The Quiet One," is 
the team spy whose specialty is doing super sneaky work in a 
stealth-like, undetectable fashion. Aside from Numbuh One, Numbuh 
Five may be the only KND member with any common sense, which 
sometimes causes a little tension between the two. Her big secret: She 
wears glasses. 


1.3.6. THE COMMON COLD 


1.3.7. STICKYBEARD 


The self-proclaimed “Stickiest Pirate to Ever Sail the Suburbs” and his 
sweet-toothed crew sail their ship, “The Sweet Revenge,” through the 
neighborhood with the sole purpose of robbing kids of their treasured 

candy. 


1.3.8. TOILETNATOR 


This pathetic villain’s ill-suited weapon of choice against the Kids Next 
Door is toilet paper, hence the lack of respect that they and the other 
villains give him. 


1.3.9. OTHER NUMBUHS 


1.4. COURAGE THE COWARDLY DOG 


Courage the Cowardly Dog chronicles the life of an incredibly timid dog 
who must regularly defend his owners, Eustace and Muriel, from the 
monsters, ghosts and other paranormal elements that threaten their 
simple existence. Muriel is devoted to her canine companion. Eustace 
delights in frightening him for no reason. 


1.4.1. COURAGE 


Courage is a small, spotted dog who spends his life on pins and 
needles, terrified and suspicious of anything out of the ordinary. When 
supernatural forces rear their hideous heads, however, Courage sheds 
his nervous demeanor and exhibits enough fearless ingenuity to protect 
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the ones he loves. His eye-popping, jaw-dropping, fear-induced 
hyperactivity allows Courage to overcome his mysterious adversaries so 
he can return, once more, to the warm and comforting lap of Muriel and 
the grumpy indifference of Eustace. 


1.5. DEXTER’S LABORATORY 


For Dexter, every day is a great day for science! Dexter is a boy genius 
who passionately cooks up adventures far from the watchful eye of his 
parents. His brilliance is interrupted only by a bubbling ballerina, 
otherwise known as older sister Dee Dee. Day after day, Dexter slips 
away to his fully-equipped bedroom laboratory to solve problems 
ranging from saving the world to thwarting schoolyard bullies. 


1.5.1. DEXTER 


By all appearances, Dexter is your typical boy. Your typical pointy-boot 
wearing, lab-coat sporting, European-sounding three-foot-tall boy. But 
when it comes to science, he is a genius. From deep within his secret 
laboratory, Dexter applies himself to the greatest challenges of his time: 
creating a super-powered suit for dodge ball, aging himself to stay up 
for the late movie, and yes, sometimes even saving the world. Dexter's 
biggest challenge, however, is keeping his meddling sister Dee Dee 
from interfering with his next great invention. 


1.5.2. DEE DEE 


Dee Dee is Dexter's big sister and his biggest nuisance when it comes 
to the pursuit of scientific discovery. Dee Dee embraces everything 
whirly, twirly and girly in the world. She is a catalyst for chaos, dancing 
and prancing through the lab on her way to a meeting of the All Girl 
Ballet and Flowers and Fun Society. More often than not, Dexter wishes 
she'd make like an atom and split. 


1.5.3. MANDARK 


Dexter's sworn enemy proves that when it comes to competition, 
science isn't always fair. 


1.5.4. DEXBOTS 


1.6. ED, EDD N EDDY 


Ed, Edd and Eddy are the three musketeers of adolescence, tackling 
pimples, big feet and oily hair along with summer vacation, part-time 
jobs and girls. Together they plunge headlong into outlandish 
summertime adventures, such as opening a pet beauty salon, 
organizing a neighborhood pin-up calendar or establishing an exclusive 
clubhouse called "Club Ed." 


1.6.1. ED 


Ed is into monster movies and model kits. Not the brains of the 
threesome, he is easily talked into participating in whatever hair-brained 
scheme Eddy has dreamed up. His uncanny physical strength often 
comes in handy, however, even though he is quick to break out in 
rashes. When he's not doing Eddy's dirty work, he's babysitting his little 
sister Sarah and listening to his father's theories on pre-owned auto 
sales. 


1.6.2. EDD 


Edd is really smart, really quiet and unnaturally polite. Exempt from gym 
class since the dodgeball incident, Edd spends his free time studying 
chemistry and biology in the library. Prone to crushes, Edd expresses 
his affection by mailing his socks to his many "true loves." Edd's parents 
communicate to their son solely through sticky notes. 


1.6.3. EDDY 


Eddy is the unofficial leader of the three Edwards. Labeled a 
megalomaniac by his report card, Eddy loves being the center of 
attention. Though he pretends to know it all, the things Eddy knows best 
are the location of all the abandoned tree houses in the neighborhood, 
which sewer pipes are safe for spelunking and the secret recipe for the 
"El Mongo Stink Bomb." 
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1.7. FOSTER’S HOME FOR IMAGINARY FRIENDS 


What happens to imaginary friends when they’re not wanted anymore? 
They end up here, at Foster's Home for Imaginary Friends, home to the 
best friends you can think of. 


1.7.1. MAC 


Mac is a smart, creative, somewhat shy eight-year-old boy. He spends 
most of his time hanging out with Bloo and his new friends at Foster's, 
where he can stay safely away from his obnoxious bully of a brother, 
Terrence. 

1.7.2. Blooregard Q. Kazoo (Bloo) 

Bloo is Mac’s best friend in the whole world, but now Mac’s mom thinks 
he’s too old for an imaginary friend. Luckily Bloo has been welcomed 
into Foster’s, where he has a knack for getting himself—and his 
friends—into trouble. 


1.7.3. WILT 


Wilt is tall. And his arm is missing. And his left eye is kinda wonky. But 
even though life’s been a little rough to Wilt, he’s incredibly cheerful, 
positive and optimistic—almost to a fault. 


1.7.4. EDUARDO 


With his sharp horns, pointy teeth and monstrous size, Eduardo is one 
scary dude—except for the fact that he’s terrified of anything that 
moves. 


1.7.5. COCO 


Coco is...well, a little cuckoo. Saying nothing except the word “coco,” 
she lays colorful plastic eggs that contain special surprises—some 
good, some bad, some beyond comprehension. 


1.7.6. FRANKIE 


Fankie is Madame Foster’s 22-year-old granddaughter and the engine 
that keeps Foster's Home for Imaginary Friends running. Sometimes an 
authority figure, sometimes a partner in crime, Frankie is like a big sister 
to the Imaginary Friends. 


1.7.7. MR. HERRIMAN 


Mr. Herriman was imagined by Madame Foster when she was just a 
little girl. Incredibly proper and strict, this bunny from a bygone era 
oversees the daily operations of the house and expects nothing but 
perfection from the staff and residents of Foster’s. 


1.7.8. OTHER FRIENDS 


1.8. THE GRIM ADVENTURES OF BILLY AND MANDY 


The Grim Adventures of Billy & Mandy tells the story of two young kids, 
happy-go-lucky Billy and cynical, deadpan Mandy, who become best 
friends with the Grim Reaper after winning an otherworldly limbo contest 
against the messenger of Death. Together, this unlikely trio deals with 
typical suburban challenges—school, family and dealing with unwanted 
visitors from the spirit world. 


1.8.1. BILLY 


Billy is the sort of kid who can be happy no matter where he is. He's 
naturally curious and enjoys exploring whatever environment he's in, 
whether he's having adventures in a foreign dimension or looking 
through his sock drawer. But Billy's curiosity tends to get him into 
trouble he can't get out of by himself. Fortunately, he's got friends who 
can help rescue him. Good-natured and a bit dopey, Billy enjoys the 
company of Mandy and Grim and would do just about anything for them. 


1.8.2. MANDY 


Mandy is an opinionated and occasionally cruel little girl. She is not 
afraid to share her opinion and usually gets what she wants through the 
sheer force of her will. A creature of logic and order, Mandy loves power 
and control. In Billy and Grim, she has the perfect playmates: trusting, 
not-too-sharp pawns. Mandy always delivers the blunt, honest truth, and 
she never laughs or smiles. Mandy's deadpan delivery gives her terse 
one-liners even more bite. 
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1.8.3. GRIM 


The Grim Reaper is a supernatural creature who is thousands of years 
old. He is a distinguished, skeletal fellow with a Caribbean lilt to his 
voice and a long black robe. His previous job was to collect and deliver 
spirits to the underworld. Now, as a result of losing a limbo contest in 
purgatory, Grim is forced to be best friends with Billy and Mandy. Grim 
tries to maintain a shred of dignity, but it's hard when you're constantly 
being outsmarted by a couple of obnoxious kids. 


1.8.4. IRWIN 


Irwin is Billy's friend, and constantly seems to end up with the wrong 
end of the stick. Always the last to jump on the bandwagon, Irwin would 
be happy to just make it out of childhood alive. 


1.9. THE LIFE AND TIMES OF JUNIPER LEE 


Destined from birth to be this world's Protector, Juniper has to fight all 
manner of monsters to maintain the balance between the world of magic 
and humanity. 


1.9.1. JUNIPER LEE 


Juniper is more than just your typical 11-year-old girl—a lot more. As 
the Protector, she has unparalleled powers: super strength, super 
speed and a serious hand at magic. But it all comes with 
responsibility—it’s June’s job to keep the balance between the world of 
magic and humanity whenever things get out of hand. 


1.10. MEGAS XLR 


What would you do with an extra-large robot? For a twentysomething 
gearhead named Coop, the answer is easy: Soup it up, tweak it out and 
turn it into the world’s biggest toy. But when visitors from the future 
show up to reclaim their lost robot, Megas, the very fate of the universe 
suddenly falls on Coop’s hefty shoulders. 


1.10.1. COOP 


To most people, Coop has totally wasted his life on cars, wrestling, punk 
rock and videogames. But it turns out all those years in front of the tube 
have made Coop the best pilot of his (or any) time. To him, Megas is 
just a high-tech hot rod he can constantly upgrade and use to blow off 
some super-sized steam. 


1.11. MY GYM PARTNER’S A MONKEY 


Through a mix-up in paperwork, twelve-year-old Adam Lyon is 
accidentally transferred to Charles Darwin Middle School, where all of 
the students and faculty are animals. As the only human student, Adam 
soon finds that life at his new school really is the survival of the fittest. 


1.11.1. ADAM 


Although twelve-year-old Adam Lyon is the only human at his school (a 
fact the other human kids in his neighborhood think is weird), he tries 
his best to fit in. Adam may lack "jungle smarts", which puts him at a 
disadvantage in many school situations, but his "book smarts" and his 
quick wit often help pull him through. 


1.11.2. JAKE 


Jake is an energetic and adventurous monkey who quickly becomes 
Adam's best buddy. Jake's a true friend who will do anything to help 
Adam out of trouble, even though many times, Jake's the one who got 
them into trouble in the first place. 


1.12. THE POWERPUFF GIRLS 


Blossom, Bubbles and Buttercup -- otherwise known as the Powerpuff 
Girls -- are three little girls with a mission: to save the world before 
bedtime. Blossom is the leader, Bubbles is the free spirit and Buttercup 
is the tough one who most enjoys fighting the bad guys. The Powerpuff 
Girls live with Professor Utonium in a suburban home outside 
Townsville, where they regularly match wits and muscle with an array of 
villains. 
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1.12.1. BLOSSOM 


Blossom is the leader of the Powerpuff Girls. Like her fiery red hair, 
Blossom is strong and determined, but she's also methodical and thinks 
things through. Blossom doesn't run off into a situation with just her 
emotions ruling her. She is powerful and productive. Although Blossom 
is the leader, she sees the importance of having balance in her life. She 
tries hard not to be all work and no play. 


1.12.2. BUBBLES 


Bubbles is the softest and sweetest Powerpuff Girl. Her blond pigtails 
and happy smile belie her innocence. But just because Bubbles is the 
kindest Powerpuff Girl doesn't mean she's a pushover. She can kick 
monster and villain butt just as well as her sisters can. Sometimes bad 
guys and monsters have a tendency to dismiss her, but they're the ones 
who are always sorry. 


1.12.3. BUTTERCUP 


Buttercup is a tough, hotheaded tomboy. Her raven-haired locks mirror 
her dark, serious nature. Buttercup doesn't have time for plans; she's all 
action. And don't try getting in her way! She fights hard and has a pile of 
victims to prove it. Buttercup takes her super strength super seriously. 
When evil emerges, Buttercup is toned and ready to fight fast and 
furiously. 


1.12.4. MOJO JOJO 


Once the Professor’s lab assistant, Mojo Jojo was transformed from a 
simple simian to an ambitious, megalomaniacal monkey courtesy of a 
dramatic accident that forever changed the course of Townsville history. 


1.12.5. PROFESSOR UTONIUM 


Professor Utonium is a forward-thinking man of science. Supremely 
intelligent, he teaches classes in quantum physics and micro-nuclear 
fusion at Townsville Research Center. He is also a very compassionate 
man and loves to make a difference in the lives of his fellow citizens. 


1.12.6. THE MAYOR 


With his diminutive stature and dim-witted intellect, The Mayor appears 
to govern Townsville in name only. His ever-present monocle does 
nothing to cure his stunningly shortsighted view of the world. But what 
The Mayor lacks in smarts, he makes up for in heart. He's deeply 
protective of Townsville, if for no other reason than it's home to finest 
pickles he's ever tasted. 


1.13. SAMURAI JACK 


In the distant past, an evil shape-shifter named Aku has brought 
destruction upon the land. As the citizens’ last hope, a youngster is sent 
away to train as a samurai warrior. When he returns as an adult to 
confront Aku, the warrior finds himself flung into the future through a 
time portal, landing in an unknown time and place. There, the locals dub 
him "Jack" and help him in his quest to undo the evil brought by Aku. 


1.13.1. SAMURAI JACK 


After an evil wizard named Aku conquers his land, Jack is sent away as 
a young boy to train as a samurai and save his people. When Jack is 
banished to the bleak future, his physical discipline and stoic nature 
make him a timeless hero to citizens of all worlds. 


1.14. SQUIRREL BOY 


1.14.1. ANDY 


1.14.2. RODNEY 
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